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WARNING: Pl£ASI CAREFUUY READ THE CONSIiM|R INFORMATION AND PRECAU 
TIONS BOOKLET INCLUDED WITH mS PRODUa WtORE USING YOUR NINTENDO^ 
HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS IMPOR¬ 
TANT SAFETY INFORj^nON. 


\ 


Thank you for selecting the Bonnberman 64^"* Game Pok for your 
Nintendo® 64 system. 


Please read this instruction booklet thoroughly to ensure maximum enjoyment 
of your new game. Save this booklet for future reference. 
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This official seal is i/our assurance that Nintendo has reviewed this product 

and that it has met oiir standards for excellence in workmanship, reliabilitp 

and entertainment vatue. Always look for this seal 

when buyinQ mantes and accessories to ensure mK 

. ^ ^. MflNtniendollK 

complete compatibility with your Nintendo product. oi QuautfJK 

AU NinEendQ products ilcena^ by .^aia for usa only wiib ottiair aultiorized 

products beoring the OlHcial Mintendo Seal ot Quality’^ (!P 
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CONTROL STICK FUNCTION 

The Nintendo 64 Control Stick uses on analog system to read the angles and direc¬ 
tions of its movement. This allows subtle coiilrol that is not possible using the con¬ 
ventional + Control Pad. 

When turning the Control Deck power ON^ do not move 
the Control Stick from its neutral position on the controller. 

If the Control Stick is held at an angled positron (os shown 
in the picture on the left) when the power is turned ON, 
this position will be set as neutral. This will, cause games 
using the Control Stick to operate inoonredly. 

To reset the neutral position once the game liias started, let 
go of the Control Stick so it can return to its center posi¬ 
tion (as shown in the picture on the left) then press START 
while holding the L and R Buttons. 




USING THE NINTENDO 64 CONTROLLER PAK^ (SpLO SEPERATELY) 


Before you use it, make sure to read the instructions that accompanied 


your N64 


Control Deck. You must use an N64 OMltroller Pak to create and use a custom 

bomber in the Battle mode. You must save the data for _ ]_ 

your custom bomber in the N64 Controller Pak before 
using it in the Battle mode. Read page 26 for information 
on using a custom bomber. The data saved: for 
Bomberman 64 will require 1 Page of the N64 Controller 
Pak's memory. DO NOT remove or insert an N64 
Controller Pak when the Control Deck power is ON, or saved data may be erased. 
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HOli/iNG THE NINTENDO 64 CONTROLLER 



While playing Bomberman 64, we recommend you 
use the hand positions shown at left. 

By holding the controller like this, you can operate 
the Control Stick freely with your left thumb. Using 
your right thumb, you can easily access the A, B or C 
Buttons. Use your left index finger to operate the Z 
Button on the back of the controller and your right 
index finger to operate the R Button on the top. 


CONNECTING T| 

Up to four players ca^ play 
troller socket is empt/. Turn 
controller to the apprgy ri^tf e 
Deck. Beginning on tpa left, 

Player 1, Player 2, Plffigp 3 Player 4. To change 
the connection during the turn the Control 

Deck power OFF, maw the liajl^oller connection 
changes, then turn the Control l^k power ON to 
resume play. | 

You must use two, Ipiree or kur controllers to 
ploy 2-, 3- or 4-Pl(|^fer goine modes. 


E NINTENDO 64 CONTROLLER 

game. You cannot start the game if the first con- 
Control Deck power OFF and connect each player's 
itroller socket on the front panel of the Control 
sockets are for 
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Press during game play to pause the game. 
Press again to continue the game. 


Movi^ Borvrfcj^ntian. Move the 
Stkit a little to walk, a lot to run. 
Control Stick is also used when throw 
in^ objects (you may ossign-this func¬ 
tion to the B Button in Options.) The 
more the Control Stick is moved (or 
die long^ the Ei Button is pressed)^ 
dip fordiar you'll throw an object. 

Run into a set bomb to kick it. 0 
When Bomberman is 
rotate the Control SS® mqn^ times 
to recover faster. 


^ ZBUnpN 

Detonate a Remote pressiilg^e 

Z Button. 

r 
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Button to stop o bomb after you've kick^ it. 


C BUTTOM? 

Use the C ^ and C^ Buttons to rotate 
camera directions. Use the C ♦ and 
^ Buttons to zoorn in and out. See 
8 and 9 or ^ore details. 




Use the A Button to set a bomb. To 
kick a bomb, stand still and press 
the A Button to set it down, press 
the A Button again to kick. Press 
the A Button repeatedly after pick¬ 
ing up a bomb to create a Pumped 
Bomb. These bombs have more 
destruction power than normal 


Press ihiB Button once to pick up a set bomb or a paralyzed 
enemy. Press the B Button again to throw the object in the 
direction Bomberman is facing. Press the A Button, while 
holing the B Button, to pick up a bomb. This is called a 
Ben^b Lift. Press the B Button to talk to people and read 
. Press the B Button to catch objects being thrown at 
•mbermon. I 
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make X FILE 

Bomberman 64 can automaHcally save 
your progress by using back-up memory 
located in the Game Pak. When the 
Adventure mode is selected, the File 
screen appears. Select the file you want 
to use. The first time you select a file, you 
can choose the difficulty level. Normal 
and Hard. When you select an old file, you will continue from where it 
was last saved. 

CHALLEK&E 5 DIFFERENT 
WORLDS! ' 

In the Adventure mode, you take 
Bomberman through the stages, defeating 
enemies with bombs and collecting various 
items. There are many puzzles and hid¬ 
den traps that are tough to solve. Also, 
there are many different types of items 
that appear throughout the worlds. Some 
of them can be used by a custom bomber 
(See Page 26). You'll have to use various 
techniques to clear the stages! 

LET'S START THE GAME! 

After selecting a file, the World Select 
screen appears. Select the world you 
want to ploy. A world consists of 4 
stages. You can only access 4 worlds at 
the beginning of an adventure. After you 
finish the first 4 worlds, you'll gain access 
to the last world. 
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CONTINUING Am CREPITS 

If you get the Game Over notice before 
finishing a stage, you can still continue 
the game. You'll start with 3 Continues 
when playing the Normal level and 3 
when playing the Hard level. Collect 50 
gems to increase the number of Continues 
by one. A gem appears after you defeat 
an enemy with your bomb. One Red 
Gem is worth 5 Blue Gems. 

INITIALIZING THE GAME PAK 

After the back-up system is initialized, 
all saved data will be erased. Turn the 
Control Deck power ON while pressing 
START on the controller that is connected 
to Socket 1 on the front panel of the 
Control Deck. This will initialize the 
internal back-up system of the Game 
Pak. When you are initializing the Game Pak, make sure there is NO 
Controller Pak in the controller. 

DELEtllJG A RECORD 

You can do this when the Game Data in an N64 Controller Pak is full and 
no more new Records can be made. Insert an N64 Controller Pak into 
Controller 1, and turn the Control Deck power ON while pressing START. 
Next, the screen displays a menu for deleting Records. Select the unwant¬ 
ed Record and delete it. Once you've deleted a Record, it is permanently 
gone. 
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J^eVINC THI t44l^liA 


You con move the camera to different locations to get o better view of the 
gome ploy* Press the and Buttons to rotate the camera* Press the 
and Buttons to zoom in and out* You cannot move the camera 
when you are fighting a boss or when you are playing in the Battle 
mode. 

MOVE THE CAMERA ^ 


zb^OM 




HINTS FOR MOVING THE CAMERA 

* Don't change the camera while Bomberman is moving. 

* Move the camero where you want, then move Bomberman. 

* If you're lost, move the camera in all directions to find the way. 

* When the game is paused, you can move the camera* This way, there's 
lo need to panic* 


■\ . 

VX Beginner players should use these hints to avoid mistakesj 


# of Gems 
Collected 


Gold Cord 


Boss's life Meter 


Bomberman 


THE PAUSE 


# of Gold Cards 
collected in this 
stage. 


^ # of Bombermon 
lives left. 


This appears 
when you hove o 
Heart item. 


This appears when 
you've completed 
the stage. 
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The Omni Cube absorbs various kinds of energy that exists in the uni¬ 
verse* it provides this energy to its ov^ner* When a man calfed Altoir got 
the Omni Cube in his hands, his insane ambition began.** 


Planet Bomber was a peaceful planet that had never experienced danger. 
Suddenly, Altair's huge ship arrived and initiated its attack. Bombermon 
was stunned as there was nothing he could do to stop the 




A mysterious warrior 
who tests 
Bomberman's 
skill* The Bomb 
Kick and Bomb 
Throw are his 
standard 
attacks. Is he 
Bombermon's 
friend or foe? 



The insane owner 
of the Omni Cube 
who attocked 
Planet Bomber. 

He throws pow¬ 
erful attacks with 
a ship called. 




^ Troopers (Red, Blue, Green) ^ 


Altair's combot soldiers who appear ttjj^ughout 


huge ship* Then, Sirius, a mysterious helper appeared in front of him*** 


Listening to Sirius's advise, Bombermon began his journey to destroy the 
bases of Altair's allies. What is waiting for Bombermon? Who is Sirius, 
the mysterious helper? Unless Bombermon destroys the enemies, there 
will be no peace on Planet Bomber. This is the beginning of Bombermon's 
battle. 


^ i \ THE MASKED TRIO 


She is tough to beat 
as she throws three 
fire balls simultane¬ 
ously* Get close to 
het and fighti 



He usually attacks 
with o Bomb Kick. 
He^s o horsh individ¬ 
ual who paralyzes 
Bomberman with his 
shock barrier and 
runs away from the 
arena. 



He uses o Bomb Kick 
ond charges at you* 
If you're hit, there's 
no chance to survive. 
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Draco 


This is a world of ruin. Stage 1 fs the exterior of the ruin* Stage 3 is the 
inferior^ Use bombs to jump and move. There are man/ puzzles in this 
world. 


easily. He shoots fire from 


GREEN QI^PEN 


i ^ 

js he moves around in to 

;h^Hng fire at yojU of joing u^^the bridge. 
^movements/ ^ , <♦ 


Totem 


j Memorize his 


Ai^ egg-shaped « 
attacks with hi^ bo* 
finds you. 'rt 


A rock-like jiri^tur^Ti 
Pumped Bo^3tdld^|[^ 


like buriiiiKpfire. 
u to^esjf^dae your 


There ore gutters thaf^^ewn^ 
Throw Q bomb into a gult^^ni 
Master this fiomb Jum^ technii) 


^nfyou fronriaccessing some areas, 
on it to cross to the other side. 
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BOSS IN BLUE RESORT 



There's water running throughi 
town and Stage 3 is WestsideJ 
water out. Explore the town, ! 


this town, St^gi 1 isf 
iqk foivwoter gote 


Eostside of 
!s and let th 


He thinks about food more than onything. He's good at sploshing 
water and using his Tsunami attack! One hit from his angler 
hshdike antenna will crush Bombermonl 


Hint For BeoHng Leviothon 

It's easy to hit him when his heod is above the water. 
Wotcl^utl If you fall off the raft, you're history. 


^15 butter^ livi!^^il Bla|t^k^ 
It flutters oboiif; the ar^; k 


j This fish walks with jiis two legs 
^ wften therefls no Wo When 
I you oet close, he angry and. 


Use the hidden water gate .switchefto adjust th^^woter level. Lise 
Pumpra Bombs to mokei^bmf of the bridges'faIh Stock Remote Bombs to 
hove your bomb explosions frach higj^ground. 

















This is a volcanic v^orld! Stage 1 is the exterior of the volcano and Stage 
3 is the interior. There's a lot of action in this >vorld. You need to avoid 
traps v/\u\e traversing narrov/ mountain roads and rails. 

ENEMIES IN R^. M( 



He's a drop-out soldier. He digs 
through rocks with a pick. 


Stalker Bat 




|**FireSpike 

m 

f _ ii _ ' / f 

] 

i 'ii 
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He looks like a regular rock spike, 
but he fires at anything close. 


Spin Spike 





£ 


BOSS IN RED MOUNTAIN 


Hades 


f. 


^ ^ 7 TT ^ 

/ This used to be a machine for mining. Orion remodeled it to be a 
* , fighting machine. He hits you with a huge punch and a spinning attack. 
He's a strong enemy equipped 
"' - with a beom weapon. 

Hint For Beating Hades 
Attack him while he's moving or spinning. 

Good luck escaping from his punch and beam combo. 

Watch his movements carefully. 


He flies around high above 
Bomberman. 


He's usually stuck on the ceiling, 
but he attacks whoever invades 
his territory. 


This world has easier traps than other worlds, but one mistake could cost 
your life. This world requires quick thinking and precision control. Don't 
give up, you're halfway theffe! 



\ 
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BOSS IN WHITE GLACIER 



Mantis 


This is a world of snow and ice. Stage 1 is a snow level and Stage 3 is 
an ice level. There are junctions which lead you to two different routes 
and slopes on which you con slide down but you cannot go up. 


to throw you away and he'll suddenly jump on you. 
ilder-like creatures while walking on the wall. What a 
y tough enemy! 


ENEMIES IN WHITE GLACIER 


Snow Rabbit 


bombs* 




tis. one skates on ice and romps 
oundlmiiB^tnioiljl gets 


This IS a snow man 
times throws snow 
around* 


nd ice. You might slip on the ice 
ion. Bombs may create 


White GioCiS^apsorfertnade of snc 
so be eyeful when you control BomI 
Qvalan^es in some placed^ 
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MAftt rOKTM## 

This is a world of machines. Stage 1 is a highway to the main base and 
Stage 3 is inside the base. You will face Cerberus in Stage 2 and Altair in 
Stage 4. 


ENEMIES IN BLACK FORTRESS 


Missile Trooper 



He's an elite soldier. He attacks 
invaders with a missile launcher. 


c 


Dive Mech 



He moves through the aur.^When 
he finds an invader/attacks 
with his sharp wings. 


In Stage 1, there's a hl^woy^vdieri^"cars are running Ain Stage 3^1&k 
for switches to deactivate ofl the^ ® world - 

Altair is very close. Good 
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A moving cannon for ihoolHigy^*^ 
invaders. You cannot paraiyzi^ 
Cannon Mechs! 


30s IN 






Cerberus 


This is a machine that guards Altair's base. His body is made of 
weapons; homing missiles, lasers and machine guns. He moves quickly 
and attacks repeatedly. 


Hint For Beating Cerberus 
Attack repeatedly by kicking Remote Bombs! 
A Heart item is helpful! 
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WHICH C^J^ VillX YOU PLAT? 

Battle is the famous Bomberman 
game mode. You can play against 
your friends or the CPU. Up to 
four players may participate. If 
you decide to play in the Battle 
mode^ the Battle Select screen 
appears. Select Single Battle or 
Team Battle. When you choose 
either one, the screen will change 
to the Player Select screen. 


HOW TO PL T 

When Single Battle is selected, the Player 
Select screen appears. Select the # of 
players, and MAN or COM. If MAN is 
selected, a Custon1\Bomber saved in the 
N64 Controller Pak 6|n be used. If a 
controller is not connected, there will be 
either COM or OFF. If COM is selected, 
choose the level under the bombers. 1 is "Weak” and 3 is "Strong". 

After selecting a player, move to the 
Stage Select screen. Select the stage 
where you want to play. The objective 
for Single Battle is simple, the person 
who destroys all enemies wins. 
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HOW TO PLAY TEAM BATTLE 





In Team Battle, if you 
select players like you do in 
Single Battle, the Team Select 
soten appears. Divide 
B^HUberman's teajiiJwe. In 
Battla,lllftteCWI who first 
destroys atfllLrgems of the 
ienemy teaifvWins. Players can 
fjejoin the 


decide^ 


You can select the # of battles,| time for a 
battle, ON or OFF for Sudden^eoth and 
Ghost. Sudden Death is a for Single 
Battle. If it's ON, it starts 1 ^ninute 
imit. 0IOm is ( 


before the time limit. 


; a rule that 


allows a Bomberman to ll&cover in a 
transparent form after { 


^r^Mth. 


A Ghost can do the same thing as a normal UliBlutpnnn except he/she 
cannot use bombs. A Ghost can control a 
normal Bomberman. A normal 
Bomberman can shake a Ghost off by 
rotating the Control Stick quickly. When 
the remaining time is less than 1 minute. 

Ghosts disappear. 
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Time # of Wins 


Time # of Wins 



HOW TO lOOK AT THE BATTLI 


Single Battle 


^RE^r — 

Team Battle ) 


THE 6 STAGES 

New stages may appear depending on your progress 
in the Adventure mode. 



There is vast nature and ruin in This is a multi-layered stage. Use 
this stage. It looks normal except ladders to plan your moves and 
for five poles. attacks! 
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Pyramid 


Top Rules 


This is a pyramid stage with many 
steps. Corner your enemy in a 
narrow area. 


You 

from 


Greedy Trap 


1 c 


Field of Gross 



The center of the stage ts a 
water tank. Try not to fall into 
the gutter! 



is a field where the center 
Mtea is covered with toll gross. 
It is tough to see an enemy's 
attack. 
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CUSTOM BOMBER 

You con dress up your Bomberman ond give him 
a name. You change 
bomberman's look with 
special parts for Heed, 

Body, Arms and Legs. 

Parts are hidden in 
eoch world of the 
Adventure mode. You 
can only use the parts you've found in the 
Adventure mode. The Bomberman you make 
here con be used only in the Battle mode. Save 
the data in your N64 Controller PaTfc?-- 



dfrioNS 

You can change the sound to either Stereo or Mono. You can assign the 
throwing strength to either the Control Stielror B Button. ’^????'‘ con be 
opened when a certain condition is met iij the Adventure Mode. 


ni4M 


ITEM 

Fire 

S5S 

effect 

Increase bomb power by one level. Regular Bomb 
can be up to level 3 and Pumped Bomb can be up 
' to level 6. 

Bomb 


Bombermon can set one more bomb. You con set 

1 up to eight bombs. 

Power 


1 Fire power increases. You can break objects that a 

1 weaker bomb could not. 


I I 
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Remote 


Bombs become Remote Bombs. Press the Z Button 
to detonate. You don't keep Remote Bombs if you 
die or advance to the next stage. 


Heort 



You can take an extra hit, but it works only once. 
You cannot stock up. 


Gold 

Card 



There are 5 Gold Cards per stage in the Adventure 
mexJe. Find them all and something good may be 
waiting for you... 


Blue Gem 
Red Gem 


50 Blue Gems are worth t Continue. 
1 Red Gem is worth 5 Blue Gems. 


Custom 

Ports 


Parts for Custom Bomber. If you 
find Custom Ports hidden in the Adventure mode, 
you can use them to equip in the Custom Bomber 
mode. Red ports ore for his head, blue for body, 
green for arms and yellow for legs. 


Skull 

& 

• Disarmed 

• R^vierse 

• Disguise 

• Instant 

• Fire 


You con throw it at your enemy. 

Body turns brg and moves slow. 

Body turns smolt ond moves fosh 
Cannot set a bomb. Cannot make Pumped Bomb. 
Revise qiMsIog. The more Control Stick is 
leoned. the slower Bomberman moves. 

Looks like a bomb, but hos the jx>wer ci o 
Pumped Bomb. 

Bomb explodes foster than usual. 

A man with Bre. If you conr^ot beat your enemy 
before the effect is gone, you will die. 


Evil 



By getting this, something will happen to everyone 
for a short period of time. It appears only once 
during a battle. 

• Guliver Everyone gets bigger and moves slow. 

• Twister A twister oppeors ond touches you* 

• Throw Everyone starts rfirowing objects, 

a Shuffle Player posiKons changes at random. 

• Maximum All bombs explode ot moximum power. 

• Disco Bottle area Bashes in rainbow colors. 

• Plague Intermittently, random players get dizzy. 
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REV-B 


WARNING: Copying of any Nintendo game is illegal and is strictly prohib¬ 
ited by domestic and international copyright laws. "Back-up" or 
"archival" copies are not authorized ond are not necessary to protect your 
sofhvare. Violators will be prosecuted. 

This Nintendo game is not designed for use with any unauthorized 
copying device. Use of any such device will invalidate your Nintendo 
product warranty. Nintendo (and/or any Nintendo licensee or distributor) 
is not responsible for any damage or loss caused by the use of any such 
device. If use of such device causes your game to stop operating, discon¬ 
nect the device carefully to avoid domage and resume normal game play. 
If your game ceases to operate and you have no device attached to it, 
please contact your local authorized Nintendo retailer. 


The contents of this notice do not interfere with your statutory rights. 


This manual ond other printed matter accompanying this game are pro¬ 
tected by domestic and international copyright laws. 



The rental of this game without permission of Nintendo gr its licenlii^ 
is strictly prohibited. 
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hardw are warr anty 

Nintendo Fnc. if‘■Nintendo') warrants to the original purchaser that the hardw^fi^ praduct 

shail be free from defects in and worl^rnanship for twelve {12J months fror^ the daieWpLir- 

chase:- it a defect covered by this warranty occurs during this warranty periods Nintendo or a NIN¬ 
TENDO AUTHORIZED REPAIR CENTER wiIf repair the deleclive hardware product or component, 
tree of charge The originaJ purchaser is entitted to this warranty onJy if the date of purchase is 
registered at point of sale or the consumer can demonstrsite, to Nintendo s satisfaction, that the 
product was purchased within the last 12 months. 

GAME PAK & ACCESSORY WARRANTY 

Nintendo warrants to the original purchaser that the product (Game Paks and accessories) shall be 
free from defects in material and workmanship for a period of three (3) months from the date of 
purchase, if cover^by this warranty fpcurs during this three (3) month warranty period, 

Nintendo or aAUTHORIZED R CENTER will repair the defectiYs product, free 
of charge, “ ^ 



IONS 




iHALL NOT APPLY IF THIS RRODUeT: (a) IS USED WITH M BP OCTS NOT 

D BY NINTENDO (INCLUDING. BUT NOT LIMITED TO. |(l©ji^LlCENSED 
MENT AND COPIER OEVICESj ADAPTERS. AND POWER SUPPLIES); (b) IS 
MERCIAL PURPOSES (INCLUDIK&RENTAL): (C) IS MODIFIED OR TAM- 
: (d) IS DAMAGED BY NEGLiGt NCE ACCIDENT. UNfi^s^NABLE USE, OR BY 
USES UNRELATED TO DEFig^riVE MATERIALS OR JiSpS^KMANSHiP: OR (e) HAS 
SERIAL NUMBER ALTEREO/DEAkCED OR REMOVED 


^ APPLICABLE IMPLIED WARRANTIES,fINCLUDiNG WARRANTIES OF MERCHANTABILITY 
to FITNESS FOR A PARTICULAR PURF^SE; ARE HEREBY LIMITED IN DURATION TO THE 
VARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS OR 3 MONTHS, AS APPyCABLE). 

IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OB INCIDENTAL DAM¬ 
AGES RESULTING FROM THE BREACH OF ANY II^PLIED OR EXPRESS WARRANTIES. 

SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY 
USTS OR EXCLUSION GF CONSEQUENTIAL OR INCIDENTAL DAMAGES, SO THE ABOVE 
LIMITATIONS MAY NOT APPLY TO YOU. 

This warranty gives you specific legal rights, and you may also have Other rights which vary from 
State to state, Nintervdo’s addre^ is as set fdrth on the back cover of this bdoNiet, 


This warranty is only valid In the United States. 
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